pdrpg 


pressun press 


l. introduction 


Public Domain Role-Playing Game! helps storytellers work together. Players roll 2d20 to determine the 
"High Roller" that creates fictional conflicts for characters acted out by everyone else. Pencil, paper and 
two sets of polyhedral dice” per player are recommended. 


2. character traits 


Features that a character can use in conflicts. 




























































































Examples: 
slaying & spelunking 

trait name skills 

STR Strength Brawn, Might, Force, Power 

CON Constitution Grit, Resistance, Physique 

DEX Dexterity Movement, Sneak, Nimbleness 
FAE Fate Destiny, Fortune, Providence 

WIS Wisdom Spot, Listen, Will, Intuition 

INT Intelligence Lore, Memorization, Logic, Reason 
CHA Charisma Influence, Charm, Seduction 

$.e.a.l.p.i.c. 

trait name skills 

STR Strength Muscle, Carry, Push, Pull, Bash 
END Endurance Fortitude, Toughness, Resilience 
AGL Agility Stealth, Speed, Initiative, Quick-Draw 
LCK Luck Gambling, Chance, Probability 

PER Perception Senses, Tracking, Notice, Intuition 
INT Intelligence Memory, Concentration, Knowledge 
CHA Charisma Deception, Persuasion, Intimidation 

minimal easy rolling 

trait name skills 

MGT Might Strength, Endurance, Muscle 

EXP Experience Knowledge, Wisdom, Intelligence 

RFX Reflex Speed, Agility, Dexterity 

















' stylized as "pdrpg" 
? 1d20, 1d12, 2d10, 1d8, 1d6, 144 


2.1. dice 


Traits are assigned one die* based on a character’s ability, with higher numbers‘ representing greater skill. 


3. actions 


Players take actions by describing” what characters are attempting to do. 


3.1. conflicts 


Non-trivial actions create conflicts to resolve with die rolls. High Roller may set a threshold to be met or 
beat for character success. Opposing forces competing in physical or mental contests roll against each 
other. Highest roll® succeeds with their character’s action and may take an additional action. 

















difficulty | threshold 
Easy 1-10 
Medium 11-20 
Hard 21-30 
Wicked 31-40 














3.1.1. damage 


Physical or mental damage is dealt to the loser of a conflict equal to the player’s’ roll, remaining® until 
healed. Upon taking damage, dice? are rolled against a threshold equal to total unhealed damage to prevent 
being incapacitated. An incapacitated character may take no other action except repeating this roll!° but 
may still be engaged with in a conflict against them. 


Critical Hit: If the max value of 40 is rolled in a conflict, multiply it by the number of dice rolled. 


3.2. collaboration 


When an action is declared, other characters may take supporting actions to add dice!! to a conflict. High 
Roller must agree an action could help for dice to be included. 


4.items 


Used to add dice in a conflict. Damage breaks instead of incapacitating. 





item | die | description 
Pole d10 | 10ft Length 




















5. levels 


A notch is noted upon rolling the minimum value on a die. Notches equal to a character’s or item’s current 
level can be spent to gain a level. A die’? of corresponding’? level can then be added!" to a trait’s or item’s 
dice pool. Any die earned can be substituted for lower dice. 





3 1d4, 1d6, 1d8, 1d10, 1d10, 1d12, 1d20 
4 Maximum value of any trait for a mortal is 40 


won 


5 Examples: "step on a crunchy leaf" "wait an hour" "meditate for forty days" 

© Situations remain the same as before when rolling a tie. 

7 Not the High Roller’s roll 

8 Mortals can withstand 40 damage before death. 

° Representing physical or mental endurance 

'0 At the risk of gaining more damage upon failure 

'! Maximum sum total of all included dice must be at or under 40 

"2 See "Level Achived/Die" Chart 

'3 Level one gives 1d4 then increases each level to d6, d8, d10, d10, d12, d20...doop) 


'4 Dice sum total of any trait/item may not exceed 40 





level achieved die 
Ist | 8th | 15th | 22nd | 29th | 36th | 43rd | 50th | 57th | 64th | 71st | 78th | 90th | 98th d4 








2nd | 9th | 16th | 23rd | 30th | 37th | 44th | Sist | 58th | 65th | 72nd | 79th | 91st | 99th d6 
3rd | 10th | 17th | 24th | 31st | 38th | 45th | 52nd | 59th | 66th | 73rd | 80th | 92nd | 100th | d8 
4th | 11th | 18th | 25th | 32nd | 39th | 46th | 53rd | 60th | 67th | 74th | 81st | 94th | 101st | d10 











Sth | 12th | 19th | 26th | 33rd | 40th | 47th | 54th | 61st | 68th | 75th | 82nd | 95th | 102nd | d10 
6th | 13th | 20th | 27th | 34th | 41st | 48th | 55th | 62nd | 69th | 76th | 88th | 96th | 103rd | d12 
7th | 14th | 21st | 28th | 35th | 42nd | 49th | 56th | 63rd | 70th | 77th | 89th | 97th | 104th | d20 































































































410 
LOC ed DEV Sre ee arrays d10 + dl0 + dl0 +dl0 
130 di0+d10+d10+d6 +4 
0 +d20 di0+dl0+d8 +48 +d4 
390 4di22d8 di0+dl0+d8 +d4 404444 
d20+d124+d4 +d4 dl0+d10+d6 +d6 +d4+d4 
ESTEE dl0+d8 +d8 +d8 +d6 








dl0+d8 +d8 +d6 +d4+d4 
dl0+d8 +d6 +d4 +d4+d4+d4 
dl0+d6 +d4 +d4 +d4+d4+d4+d4 


d20+d10+d6 +d4 

d20+d8 +d8 +d4 
d20+d8 +d6 +d6 
d20+d6 +d6 +d4+d4 
d20+d4 +d4 +d4+d4+d4 





























d8 
d8 +d8 +d8 +d8 +d8 
d8 +d8 +d8 +d8 +d4+d4 









































d12 
dl2+d12+d12+d4 d8 +d8 +d8 +d6 +d6+d4 
d12+d12+d10+d6 d8 +d8 +d8 +d4 +d4+d4+d4 
d12+d10+d10+d8 d8 +d8 +d6 +d6 +d6+d6 








d8 +d8 +d6 +d6 +d4+d4+d4 

d8 +d8 +d4 +d4 +d4+d4+d4+d4 

d8 +d6 +d6 +d6 +d6+d4+d4 

d8 +d6 +d6 +d4 +d4+d4+d4+d4 

d8 +d4 +d4 +d4 +d4+d4+d4+d4+d4 


d12+d10+d8 +d6 +d4 
d12+d10+d6 +d6 +d6 

di2+d8 +d8 +d8 +d4 

di2+d8 +d8 +d6 +d6 

di2+d8 +d6 +d6 +d4+d4 
d1i2+d6 +d6 +d6 +d6+d4 
di2+d6 +d6 +d4 +d4+d4+d4 
di2+d4 +d4 +d4 +d4+d4+d4+d4 



































d6 
d6 +d6 +d6 +d6 +d6+d6+d4 
d6 +d6 +d6 +d6 +d4+d4+d4+d4 
d6 +d6 +d4 +d4 +d4+d4+d4+d4+d4 






































d4 





d44+d44+d44+d44+d44+d44+d44+d44+d4+d4 











7. notice 


I, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 


Artists may: 

* Use this work without restriction and for any purpose. 

* Create copies to be shared without limit and for any purpose. 

* Create derivative works without restriction, for any purpose and without credit. 


* Use this notice in your own work. 


pd20rpg 


pressun press 


introduction 


PD20RPG is an adaptation of Public Domain Role-Playing Game that changes the maximum roll from 
forty to twenty. All rules remain the same execpt where noted here. Players roll 1d20 to determine the 
"High Roller" that creates conflicts for all other player characters. 


dice assignment 


The maximum value of any trait is twenty. 


conflicts 


Mortals can receive twenty damage before death. If the max value of twenty is rolled in a conflict, multiply 
the total by the number of dice rolled. 

















number | range | difficulty 
1-5 Close Easy 
6-10 Near Medium 
11-15 Far Hard 
16-20 Distant Wicked 

















collaboration 


Sum total of all dice used must be at or under twenty. 





progression array 
d20 

d12 + d8 

d1l2+d4 +d4 
d10 + d10 

d10+d6 +d4 

d8 +d8 +d4 

d8 +d6 +d6 

d8 +d4 +d4 +d4 

do +d6 +d4 +d4 

d4 +d4 +d4 4+d4 +d4 









































notice 


I, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 


Artists may: 

* Use this work without restriction and for any purpose. 

* Create copies to be shared without limit and for any purpose. 

* Create derivative works without restriction, for any purpose and without credit. 


* Use this notice in your own work. 


slaying & spelunking 


pressun press 


l. introduction 


A module for Public Domain Role-Playing Game to facilitate quasi-medieval dungeon delving and dragon 
slaying adventures. 


2. chase 


High Roller sets a threshold (1-40) representing the current distance gap between characters. Opposing 
parties conflict! using traits, items and skills, foregoing damage to affect the threshold. At zero, the pur- 
suers catch up and can inflict melee damage in conflicts. At forty, the chased are nearly beyond pursuit. 

















description threshold 
Close 1-10 
Near 11-20 
Far 21-30 
Distant 31-40 














3. stealth 


Conflict between a hiding character and looking character. 


4. restraining 


By foregoing damage in a conflict, a character can restrain? another character instead. Neither can take an- 
other action until the hold is broken by conflict or conceded by restrainer. Damage dealt equal to losing 
rolls in conflicts can be non-lethal. 


41. restraints 
Roll against a restraint threshold set by the High Roller that deals damage equal to failed attempts. 


5. madness 


Instead of incapacitating when taking mental damage, characters can gain personality quirks from a bud- 
ding case of madness. Characters are forfeit to the High Roller at forty mental damage, succumbing totally. 


6. rest 
Upon waking, subtract END and WIS rolls from a character’s physical (END) and mental (WIS) damage. 


6.1. exhaustion 


Prolonged periods without rest prevent the use of the lowest die? earned by leveling, and next lowest* every 
subsequent day. Rest restores use of largest die lost and characters die with none left to use. 





" Over long distances, DEX conflicts transition to END conflicts and losing rolls deal damage. 
? Optional: Items can be taken instead of restraining. 

344 

* d6...d8...d10...d12...d20 


7. inventory 

Characters can carry items on their person equal to the sum total of their Strength (STR) dice pool. Charac- 
ters must have a way of carrying items that are not held. Items may be bundled? as much as the High Roller 
thinks is feasible. 























STR | items 
d4 4 
d6 6 
d8 8 
d10 10 
d12 12 
d20 20 














7.1. armor 


Players may choose to send any damage received to items instead of characters. 


7.2. projectiles 
Conflict rolls must be equal or higher than the current chase threshold to hit. 


8. skills 


Skills or magical abilities® can be gained when leveling up instead of adding a die to trait’s dice pool. 
These function exactly like traits, gain dice through leveling up, but have their own level. 


9, notice 


I, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 


¢ Use this work without restriction and for any purpose. 
¢ Create copies to be shared without limit and for any purpose. 
¢ Create derivative works without restriction, for any purpose and without credit. 


¢ Use this notice in your own work. 





> Examples: Twenty arrows in a quiver, one-hundred gold coins in a purse, a sword-cane. 


6 High Roller must approve. 


downtime 


pressun press 


introduction 


Downtime is a module for Public Domain Role Playing Game for world-generation and time delineation. 
Players collaborate to create a map of the local area and a community trying to survive against adversity. 





After a long conflict with , our community has found refuge in 





Our provides us with water. 





We have a surplus of but is scarce. 








When arrive this chapter of our story will end. 








setup 


Two blank pages, a set of polyhedral! dice, and tokens are required for play. Have a blank page for the 
"map" and one for "local information" in the center. Place tokens where everyone can reach. Every player 
rolls a single die” that is added together to determine the size of the community. Play begins with whoever 
rolled lowest and continues anti-clockwise. Each player fills in one blank within the opening paragraph, 
draws a representation of it? on the map and writes it down in the local information. 


play 

Continuing the turn order from setup, each player takes a turn that represents a week in the life of the com- 
munity. Reduce existing labors by one week on their die. Players may do one of five actions: listen to ru- 
mors, name a character, draw a feature, trigger an event, or begin a labor. Anything important is recorded 
on either the map or the local information page. 


resources 


Surpluses are things the community has in excess, gain one community member per round‘ for each sur- 
plus. Scarcities are important resources the community struggle to keep stocked, lose one community 
member per scarcity each turn. 


tension 


Tokens represent tension within the community. Players take a tension token when another player does 
something they disagree with strongly. Tension may be spent at anytime to start a rumor, name a character, 
or draw a feature. 


rumors 


Players call to hear rumors by asking a question, every other player must tell a 1-2 sentence rumor they 
*heard’ within the community. After everyone else has went, the player who asked the question tells of a 
rumor they *heard.’ 





'1d4, 1d6, 1d8, 2d10, 1d12, 1d20 
? Die can be of any size or value 
3 Except "When arrive..." 


4 Each time all players take a turn 


naming 


Name a new” or existing character. A 1-2 sentence introduction of who they are can be included. 


feature 


Draw a new location the map. 


labor 


Projects the community works on over weeks are represented by dice. These labors can deal with dangers, 
scarcities, abundances or be entirely foolish. Players decide how many weeks a labor will take and denote 
it with a die bearing that number placed on the Map or Local Information. Any task longer than six weeks 
is broken down into parts that can be accomplished in six weeks or less. When a labor reaches zero weeks, 
it is completed and can be drawn on the map or listed in the local information. 


event 


Fill in the blank event with the blank from the final sentence of the opening paragraph. Player rolls 1d4 for 
each column then describes what happens using the resulting prompts. Upon rolling the maximum value of 
a die it is upgraded to the next highest® die. When the blank’ is rolled the chapter concludes and the game 

































































is over. 
events 

1 friend accident injury 
2 stranger found death 
3 traders persuade reduce surplus 
4 faction message threaten 
5 thief steal create scarcity 
6 charlatan mislead create rumor 
7 fool scavenge discover feature 
8 scout flee leave trail 
9 recruiter deceive lead away 
10 adversary revenge destroy labor 
11 hooligans ravage prevent labor 
12 impostor abuse abduct 
13 ally return create surplus 
14 beasts approach aggressive 
15 savages assemble murder 
16 patrol demand brute force 
17 guardian protect treasure 
18 authorities impose violence 
19 vagrant wander begging 
20 force create change 

















1. notice 


I, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 


Artists may: 


* Use this work without restriction and for any purpose. 


* Create copies to be shared without limit and for any purpose. 


* Create derivative works without restriction, for any purpose and without credit. 


* Use this notice in your own work. 





> Naming does not add to the population 
6 d4,d6,d8,d10,d12,d20 


7 20 in the first column 





species & archetypes 


pressun press 


1. introduction 


A module for Slaying & Spelunking of optional character traits and skills. 


2. species 


Mix and match and for desired bloodline. These 
function as traits and are tied to a character’s 
level. 


2.1. human 


Spend one notch to re-roll one die when using 
CHA. 


2.2. elf 


Spend one notch to re-roll one die when using 
INT. 


2.3. halfling 


Spend one notch to re-roll one die when using 
FAE. 


2.4. dwarf 


Spend one notch to re-roll one die when using 
CON. 


2.5. gnome 


Spend one notch to re-roll one die when using 
DEX. 


2.6. ore 


Spend one notch to re-roll one die when using 
STR. 


2.7. fey 


Spend one notch to re-roll one die when using 
CHA. 


2.8. demon 


Spend one notch to re-roll one die when intimi- 
dating another creature. 


2.9. centaur 


Spend one notch to re-roll one die when running. 


2.10. dragon 


Spend one notch to re-roll one die when rolling 
against mental incapacitation. 


2.11. goblin 


Spend one notch to re-roll one die when conflict- 
ing against a creature bigger than you. 


2.12. angel 


Spend one notch to re-roll one die when defend- 
ing another creature. 


2.13. troll 


Spend one notch to re-roll one die when resting. 


2.14. giant 


Spend one notch to re-roll one die when you have 
a height or weight advantage against another crea- 
ture. 


2.15. plant 


Spend one notch to re-roll one die when restrain- 
ing another creature. 


2.16. fungi 


Spend one notch to reduce one physical damage 
when not in a conflict. This applies even after 
death. 


2.17. animal 


Spend one notch to re-roll one die when doing 
something animalistic. 


3. archetypes 


Mix and match for desired result. These function 
as skills and have their own level independent of 
character level. 


3.1. paladin 


Spend one notch to re-roll one die when an enemy 
is attacking someone else. Gain one notch when 
aiding an incapacitated ally. 


3.2. monk 


Spend one notch to re-roll one die when attacking 
without a weapon. Gain one notch when rolling 
only a single die. 


3.3. swashbuckler 


Spend one notch to re-roll one die when dueling. 
Gain one notch for being involved in a conflict 
without damage. 


3.4. barbarian 


Spend one notch to re-roll one die when rolling 
against physical incapacitation. Gain one notch 
when rolling the largest die. 


3.5. ranger 


Spend one notch to re-roll one die when firing a 
projectile. Gain one notch for tracking a creature. 


3.6. mage 


Action: create damaging magical effect within 
arms-length. Spend [4,6,8,10,12,20] notches to 
create a [d4,d6,d8,d10,d12,d20] magical projec- 
tile. Roll higher than the current distance thresh- 
old to do so from range. Gain one notch for every 
successful magical ranged attack. 


3.7. illusionist 


Action: create illusory effect within arms-length. 
Spend [4,6,8,10,12,20] notches to create a 
[d4,d6,d8,d10,d12,d20] distant illusion. Roll 
higher than the current distance threshold to do so 
from range. Gain one notch for every successful 
deception. 


3.8. necromancer 


Spend [4,6,8,10,12,20] notches to reanimate a 
[d4,d6,d8,d10,d12,d20] undead. Roll higher than 
the current distance threshold to do so from range. 
Gain one notch for every level gained by an un- 
dead. 


3.9. shaman 

Action: create nature-based effect within arms- 
length. Spend [4,6,8,10,12,20] notches to create a 
[d4,d6,d8,d10,d12,d20] nature-based effect. Roll 
higher than the current distance threshold to do so 
from range. Gain one notch for every sunrise or 
sunset you watch. 


3.10. priest 


Spend one notch to reduce an ally’s physical dam- 
age by one. Gain one notch for every convert to 
your religion. 


3.11. thief 


Spend one notch to re-roll one die when stealing. 
Gain one notch for every lock breached. 


3.12. telekinetic 


Spend one notch to affect a target at range. Player 
roll must be higher than current distance thresh- 
old. 


3.13. scout 


Spend one notch to re-roll one die when fleeing. 
Gain one notch for each escape. 


3.14. bard 


Spend one notch to re-roll one die when perform- 
ing. Gain one notch for every original quip. 


3.15. assassin 


Spend one notch to re-roll one die when attacking 
alone. Gain one notch for every successful kill. 


3.16. hermit 


Spend one notch to re-roll one die when defend- 
ing by yourself. Gain one notch for each item 
you gift to someone else. 


3.17. noble 


Spend one notch to re-roll one die when engaging 
in diplomacy. Gain one notch for belittling a 
peasant. 


3.18. peasant 


Spend one notch to re-roll one d4. Gain one 
notch when offending a noble. 


4. notice 


1, the creator, voluntarily dedicate this work into the Public Domain to encourage new creations. 
Artists may: 
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followers & occupations 


pressun press 


l. introduction 


Module for Slaying & Spelunking for optional character traits. 


1.1. followers 


Followers can have the same traits as player characters! or a single trait that is used for everything. 


1.1.1. artisan 


Spend one notch to re-roll one die when crafting. 
Gain one notch for each new item created. 


1.1.2. minstrel 


Spend one notch to re-roll one die rolled by an 
ally if a performance is ongoing. Gain one notch 
for each new creative work. 


1.1.3. merchant 


Spend one notch to re-roll one die when making a 
deal. Gain one notch for every completed trade 
route. 


1.1.4. messenger 


Spend one notch to re-roll one die when prevent- 
ing a message from being stolen. Gain one notch 
for every message delivered. 


1.1.5. squire 


Spend one notch to re-roll one die when following 
an order. Gain one notch for each completed or- 
der. 


1.1.6. writer 


Spend one notch to re-roll one die when prevent- 
ing the destruction of literature. Gain one notch 
for surviving a violent conflict without rolling. 


1.1.7. scholar 


Spend one notch to re-roll one die when remem- 
bering something in your field of interest. Gain 
one notch for each new discovery. 





' Including additional traits from modules 


1.1.8. sailor 


Spend one notch to re-roll one die when prevent- 
ing a ship from sinking. Gain one notch for re- 
turning to shore from a trip. 


1.1.9. wizard 


Action: Warn of a specific oncoming danger. 
Spend one notch to re-roll one die when identify- 
ing something magical. Gain one notch for every 
unheeded warning that came true. 


1.1.10. cook 


Spend one notch to re-roll one die when cooking 
food. Gain one notch for every meal completed. 


1.1.11. guard 


Spend one notch to receive damage intended for 
someone or something else. Gain one notch for 
every night survived without violent conflict. 


1.1.12. farmer 


Spend one notch to re-roll one die when using 
farming tools. Gain one notch for every harvest. 


1.1.13. miner 


Spend one notch to re-roll one die when using 
mining tools. Gain one notch for returning to the 
surface. 


1.1.14. gambler 


Spend one notch to re-roll one die when betting 
everything. Gain one notch for winning. 


2. notice 


I, the creator, vqluntarily. dedicate this work into the Public Domain to encourage new creations. 
rtists may? 


+ Use this work without restriction and for any purpose. 
* Create copies to be shared without limit and for any purpose. 
+ Create derivative works without restriction, for any purpose and without credit. 


+ Use this notice in your own work. 


spacefarer 


pressun press 


1. introduction 


A Public Domain Role-Playing Game module for cosmic adventures using the Downtime module to create 
worlds. Players role-play as the crew of a space vessel. Modifications to Public Domain Role-Playing 
Game and Downtime are included and recommended. 


1.1. pdrpg 


High Roller is the player currently taking their Downtime turn. Items breaking inflict full damage to the 
wielder. Players who find an item roll 1d20! to determine the item’s starting die. 


1.2. downtime 


Taking a Downtime action concedes High Roller to the next player in the turn order. A player’s turn may 
represent any length of time” within the world. Labors are replaced with Public Domain Role-Playing 
Game. Community size? represents the current crew. Tension tokens may be taken whenever a character 
becomes tense from forces beyond their controls. 


Fill out the following paragraph instead of the one included in Downtime and assign one die* for 
each of the ship characteristics. 





After a long conflict with 
The ship is F 
We have a surplus of but 


, our crew has found refuge in the starship 





, and has 





1s scarce. 





When we arrive at this chapter of our story will end. 











2.3. alien 


2. traits Spend one notch to draw a feature on the map. 


Character traits may include an ability, action and 
notch condition. Notch conditions are situations 
where a character can gain or spend a notch. 


2.1. human 


Spend one notch to name and describe a charac- 
ter. Gain one notch when drawing a feature. 


2.2. android 


Spend one notch to re-roll one die when doing 
anything mentally. Gain one notch for talking in 
monotone to a non-player character. 





' Rounding down 


? Not just one week as in the Downtime module 


Gain one notch for speaking in an accent to an 
non-player character. 


2.4. mutant 


Spend one notch to gain or remove a mutation. 
Gain one notch for each new way a mutation is 
used. 


2.5. cyborg 


Action: use 1d4 built-in gadget. Gain one notch 
for reducing physical damage to zero. 


3 Optional: Reduce by one to clone a character physically and mentally from their dead body 


2.6. psychic 


Action: Make a prediction about the future. Gain 
one notch whenever a prediction is correct. 


2.7. gossip 


Action: Tell everyone about a rumor you heard. 
Gain one notch for each rumor that turns out to be 
true. 


2.8. kindhearted 


Spend notches to equally reduce another charac- 
ter’s mental damage by telling a story from your 
past. Gain one notch for every Downtime turn 
without a losing a crewman. 


2.9. coward 


Spend one notch to re-roll one die when defend- 
ing against an incoming attack. Gain one notch 
for fleeing from a violent conflict. 


3. veteran 


Action: Spend one notch to stop being mentally 
incapacitated. Gain one notch for every ally you 
outlive. 


3.1. brave 


Spend one notch to take damage intended for an 
ally. Gain one notch when rolling the largest die 
in a collaborative action. 


3.2. diplomat 


Spend one notch to re-roll one die when persuad- 
ing. Gain one notch upon resolving a conflict 
without violence. 


3.3. pilot 


Spend one notch to re-roll one die when flying. 
Gain one notch for naming a flying maneuver. 


3.4. pirate 


Spend one notch to re-roll one die when ambush- 
ing. Gain one notch for acquiring loot without vi- 
olence. 


3.5. mechanic 


Spend one notch to re-roll one die when fixing 
machines. Gain one notch for every trip com- 
pleted. 


3.6. mercenary 


Spend one notch to re-roll one die when dueling. 
Gain one notch for resolving a violent conflict 
without taking damage. 


3.7. bounty hunter 


Spend one notch to re-roll one die when restrain- 
ing Gain one notch upon turning in a bounty. 


3.8. doctor 


Spend notches to equally reduce another charac- 
ter’s physical damage while equipped with medi- 
cal supplies. Gain one notch for helping an inca- 
pacitated ally. 


3.9. investigator 


Spend one notch to re-roll one die when looking 
for secrets. Gain one notch when finding a clue. 


3.10. brawler 


Spend notches to re-roll dice when restraining or 
fighting with no weapons. Gain one notch for fin- 
ishing a violent conflict without becoming inca- 
pacitated. 


3.11. scientist 


Action: Explain something using techno-babble 
Gain one notch for every theory proven correct. 


3.12. smuggler 


Spend one notch to re-roll a die when concealing 
an item from an authority. Gain one notch for ev- 
ery completed job. 


3.13. outlaw 


Spend one notch to re-roll one die when evading 
capture. Gain one notch for giving to the less for- 
tunate. 


3.14. drifter 


Spend one notch to re-roll one die when rolling 
for an event. Gain one notch for each planet you 
Visit. 
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high rolling 


pressun press 


l. introduction 


Examination of Public Domain Role-Playing 
Game concepts. 


2. traits 


Examples included in Public Domain Role-Play- 
ing Game are suggestions. Any trait can be used 
and any noun! can be represented by traits. 
Within the narrative, any trait can be rolled to pre- 
vent incapacitation when taking damage. 


3. dice 


With no inherent meaning, chance is a tool story- 
tellers can wield to create meaning. Probability 
creates and predicts situations with real stakes. 
Arrays with higher averages generally roll higher 
than lower averages. Adding dice with lower 
maximums increase the average of an array while 
keeping a tight deviation. Dice with higher maxi- 
mums increase deviation and variety of rolls. 
Mathematically, using many dice of lower maxi- 
mums is superior to using few dice of higher 
maximums. 


3.1. modifiers 


Public Domain Role-Playing Game is balanced 
without formal modifiers. Both sides adding 
numbers to their rolls is unneeded arithmetic that 
adds nothing creatively. Being forced to consult a 
character sheet after rolling slows the game down. 
Dice themselves are informal modifiers since 
none can roll under a one. 


3.2. arrays 


Fifteen of forty-three provided dice combinations 
are possible with two sets of polyhedral dice. 
Players have access to arrays of higher means and 
deviations than the High Roller. A narrative de- 
scription should accompany every die used. 





' Including: groups, vehicles, and objects 


4. conflict 


Public Domain Role-Playing Game functions 
without formal turn order and initiative. Turn or- 
ders condemn everyone to playing a fraction of 
the time, produce performance anxiety, and frus- 
trate impatient players. Every character should 
take one action” before anyone can take another. 
Those who roll highest in a conflict declare their 
next action before anyone else. 


Anything non-trivial can be represented as 
a conflict and anything sensible can be used 
within a conflict. One d10 may be used per level 
of difficulty instead of a numerical threshold. 


41. damage 


Mortals can receive a maximum of forty damage 
whereas the most powerful thing conceivable has 
a maximum of sixteen-hundred. 


A pool over forty may represent a group. 
Retreat, incapacitation, or a change in strategy 
may happen at set thresholds of damage. 


Alternatively, something may have a dice 
pool and lose one die each time a conflict is lost. 


Upon rolling a tie, the players and High 
Roller may decide for both parties to take damage 
instead of no change to the situation. 


41.1. incapacitation 


Incapacitated characters may be conscious but un- 
able to act within a conflict. Stress, lack of will, 
and exhaustion may cause characters to be inca- 
pacitated. If a conflict is directed toward an inca- 
pacitated character they may utilize their traits, 
skills, and items but may not make an additional 
action except to roll against incapacitation. Other 
characters may use their action to aid an incapaci- 
tated character. 





? Those that cannot contribute to a conflict or 
perform a non-conflict action may pass and concede 
their action 


4.1.2. breakage 


An item breaking may inflict full damage to the 
wielder, inflict reduced damage based on item 
breakage roll, or no inflict no damage to the 
wielder. It is recommended to use the former rule 
to keep stakes high. 


4.2. collaboration 


Creativity with traits and items allow characters to 
use more of them in conflict rolls. Players gamble 
damage to their characters and items equal to the 
maximum they can roll. Independent characters 
are vulnerable when losing conflicts since no 
damage is split. Inflicted damage can be trans- 
ferred into wielded items instead of a character. 
Management of player resources is the core of all 
strategies. 


Non-violent supporting actions contribute 
to total damage for facilitating situations that in- 
flict damage. 


By rolling in the open, those good at mental 
arithmetic can help others who are not since num- 
bers are on the table and not in character sheets. 


4.3. failure 


Success and failure do not need to be a binary. 
By setting a threshold, the High Roller sets a 
number for a "flawless" success. If a player rolls 
under threshold, the High Roller may offer that 
player to succeed in their action but also take 
damage equal to their roll. 


4.4. chase 


Any trait, skill, or item may be used, if sensible. 
A single conflict may represent a chase or ex- 
panded into multiple conflicts. Instead of mea- 
surement, abstract distances of "close" to "distant" 
prioritize context over mechanics. 


Chase Threshold may be done as a tug-of- 
war between the High Roller and players, each 
adding or subtracting to it. 


Alternatively, High Roller and players may 
have separate Chase Thresholds and are trying to 
reach a target number. 


5. progression 


Characters become more versatile with their 
traits, skills and items as they use them. As dice 
pools grow, characters may invest more of them- 
selves in specific actions without needing to use 
multiple traits, skills and items. 


5.1. notches 


Notches represent a character’s experience within 
the world. Characters gain experience through 
surviving adversity. Spending notches represent a 
character’s past experiences affecting future out- 
comes. 


5.2. archetypes 


Gain or spend notches in specific situations and 
actions. Archetypes can be used as traits in con- 
flicts and leveled up. By encouraging particular 
types of actions, role-playing becomes mechani- 
cally beneficial. 


6. items 


Any object can be incorporated in Public Domain 
Role-Playing Game if the maximum of forty is re- 
spected. Spending notches earned on an item can 
be used as a mechanic for special abilities. 


7. modules 


Above all, modules are shared without restriction 
on use, derivatives, and distribution. 


7.1. downtime 


Downtime creates a map and information for a 
world that characters inhabit. Creating fictional 
worlds collaboratively relieves creative pressure 
off of the High Roller and distributes it. Playable 
characters, non-player characters, conflicts, and 
adventures all emerge from world generation with 
their histories and backstories known by the entire 
group. Character viewpoints may be shaped by 
rumors they believe to be true. 


If Downtime is played at the same time as 
Public Domain Role-Playing Game, world gener- 
ation and exploration become symbiotic. Down- 
time turns become any arbitrary amount of time 
instead of a single week. Whoever currently tak- 
ing a turn in Downtime becomes High Roller in 
Public Domain Role-Playing Game. High Roller 
may use any existing non-player characters, 
scarcities, local information, rumors, and map lo- 
cations to create conflicts for the other players. 
Players take on the role of any named characters. 
To no longer be High Roller, simply add some- 
thing new to the world by taking a turn in Down- 
time. Downtime turns continue until a High 
Roller is inspired enough to create a conflict for 
the other players to deal with. 


8. effects 


Abilities and effects from traits, skills and items 
can affect various® things in the game. Powerful 
effects can require a high roll to be used. 


8.1. chase threshold 


Pushing, pulling, and teleportation can affect the 
chase threshold dramatically. Ways of creating 
impassible chase threshold prevent targets from 
getting closer. 


8.2. restraint 


An effect that restrains forces the target to reckon 
with the restrainer before doing anything else. 


8.3. senses 


Blinding, deafening or otherwise reducing a tar- 
get’s abilities can drastically change a conflict. 


8.4. summons 


Autonomous creatures, items or effects can aid 
without using a character’s action. 


8.5. regeneration 


Dealing damage or forgoing it can allow a charac- 
ter to reduce their own damage. 


8.6. control 


Possibly tying in with a restrain, a character could 
also control another character as their own. 


8.7. rest 


Prevent, increase or decrease effectiveness of rest. 


8.8. re-roll 


A die or dice may be re-rolled in specific situa- 
tions. 





3 This is not an exhaustive list 





high roller’s arrays 





















































array mean | deviation 
d20 d20 21 8.15 
d20 d12 d8 21.5 7.10 
d20 d12 d4 d4 22 6.90 
d20 d10 d10 21.50 7.05 
d20 d10 d6 d4 22 6.76 
d20 d8 d8 d4 22 6.71 
d20 d8 d6 d6 22 6.66 
d20 d6 d6 d4 d4 22.50 6.45 
d12 d12 d10 d6 22 5.92 
d12 d10 d10 d8 22 5.80 
d10 d10 d10 d10 22 5.74 
d10 d10 d10 d6 d4 22.50 5.36 
d10 d10 d8 d8 d4 22.50 5.32 
d10 d8 d8 d6 d4 d4 23 4.92 











player’s arrays 















































array mean | deviation 
d20 d20 21 8.15 
d20 d4 d4 d4 d4 d4 23 6.28 
d12 d12 d12 d4 23.50 5.98 
d12 d4 d4 d4 d4 d4 d4 d4 24 4.55 
d10 d10 d10 d10 22 5.74 
d10 d6 d4 d4 d4 d4 d4 d4 24 4.32 
d8 d8 d8 d8 d8 22.50 5.12 
d8 d4 d4 d4 d4 d4 d4 d4 d4 24.50 3.91 
d6 d6 d6 dé d6 dé d4 23.50 4.33 
d6 d6 d4 d4 d4 d4 d4 d4 d4 24.50 3.82 
d4 d4 d4 d4 d4 d4 d4 d4 d4 d4 25 3.54 
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